OWNER'S MANUAL ADDENDUM 


JOYSTICK SUPPORT 

Player 1’s joystick is ALWAYS joystick port 1 and Player 2’s joystick is ALWAYS joystick 
port 2. If your machine only has one joystick port, it must be used by player 1. 

Joystick (and mouse) calibration takes place automatically just prior to the start of each 
race. Your joystick must be centered at that point, or the calibration will be wrong — 
move the joystick to all its limits while your view is flying through the field of drivers. 


MODEM SUPPORT (Null Modem Connections and Serial Cable) 


Modem and Direct Serial 2 - Computer Play 
You can hook up 2 computers for full-screen head-to-head action using either a “Null 
Modem Cable” (a cable which swaps the RX and TX pins as it goes from one end to the 
other) or a modem. There is considerable overhead time to connect the 2 machines at 
the start of each race and both will run at the speed of the slowest machine. 
Speed Racer locksteps the 2 machines frame by frame, and tries to recover from 
communications errors. IF YOU ARE HAVING A LOT OF PAUSES IN THE PLAY, YOU 
PROBABLY HAVE A VERY NOISY LINE AND IT IS LIKELY THE CONNECTION WILL 
FAIL. We suggest you use 2400 baud rate but 1200 baud may help on noisy lines. To 
reduce communication errors, try turning off the music. ALL LINKS USE THE SERIAL 
PROTOCOL 8 data bits, No parity, 1 stop bits. Turning music on or off while driving 
may cause communication errors. 
BEFORE starting Speed Racer, 

e Disable call-waiting before playing; it can interrupt modem play. 


e Decide which connection style (see Connecting 2 Machines) you will be using 
and be sure both players have a clear understanding of the process. 


e Find out which “COM PORT” your serial port is on (COM1, COM2, COMS, and 
COM4 are supported) AND its “PORT ADDRESS” (normally COM1 is at 3F8, 
COM2 is at 2F8, COMS is at 3E8 and COM4 is at 3E8). Most modem communi- 
cations packages allow you to find the COM PORT and PORT ADDRESS; or you 
can use Microsoft diagnostics program (usually resides in \WINDOWS\MSD.EXE). 
To run the diagnostics program type CD \WINDOWS; press Enter; type MSD and 
press Enter. 


e Decide which baud rate you will BOTH be using; it MUST be the same on both 
machines (1200 or 2400 only). : 
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Connecting 2 Machines 
Connect Style 1 - Direct Serial (using a serial null-modem cable) 
Each player should: 


1 Turn off your machine and plug a serial cable into the proper serial plug. 
WARNING: A STRAIGHT-THRU CABLE WILL NOT WORK AND MAY DAMAGE 
YOUR SERIAL PORTS! You MUST use the right cable, or it WILL NOT WORK. 


2 Turn on your machine and start Speed Racer. 
3 At the Main Menu, select 2-player modem. 


4 Select the COM PORT, PORT ADDRESS, and BAUD rate then press Enter to go into 
terminal mode (while in terminal mode, you can type messages to each other). 


5 When you both are ready to play, press F6 to initiate the game. 
6 Set up your car as you desire and you're ready to race. 


Connect Style 2 - Modem Existing Connection 

1 Use your favorite modem communications software to connect with your friend 
(1200 or 2400 baud ONLY, 8 data bits, No parity, 1 stop bit). 

2 Exit to DOS, WITHOUT breaking the connection (Alt-F4 for PCPLUS). 

3 Go to Speed Racer’s directory and start Speed Racer. 

4 At the Main Menu, select 2 Player Modem. 


5 Select the COM PORT, PORT ADDRESS, and BAUD rate and drop into terminal 
mode. When your friend has done the same, you should be able to type messages 
to each other. 


6 Both players must press F6 to initiate the game. 


Connect Style 3 - Modem Connection from within Speed Racer 

For this style, you need to know your modem's dial, answer and connect commands. 

1 Start Speed Racer and select 2 Player Modem option at the Main Menu. 

2 Select the COM PORT, PORT ADDRESS, and BAUD rate and drop into terminal mode. 
Your modem should be in Command Mode (usually is after a machine powerup) and 
you can type in the needed commands. The terminal mode is limited in its speed and 
screen-size; it may be easier to use a full-blown communications package to establish 
the link (i.e. Connect Style 2). 
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3 Send your modem the commands needed to establish the computer-to-computer 
connection. Some typical modem commands: 


e ATDT is normally used to call out; ATA to answer call 
e ATO = go online/connect 
e ATH = hang up 


e +++ = get modem’s attention (exit online mode); wait 1 or 2 seconds, type +++ 
(do not press Enter), wait 1 or 2 seconds and the modem should reply OK. 


4 After connecting, both players must press F6 to initiate the game. 


Internal and Smart Modem Considerations 

Many modems now use special protocols for transferring data which can cause delays 
in the data sent by Speed Racer. If the game is slow, or it does not allow you to drive, 
your connection was likely made using some smart’ protocol like MNP or LAP-M. 
Consult your modem manual on how to connect in "Direct Mode" or "Normal Mode." 
Usually this involves sending a modem the commands ATS48=128 and ATS36=1 

(or ATS36=3) BEFORE calling your friend. Both players may have to disable their spe- 
cial protocols. The game should run as fast as one player mode normally runs on the 
slower machine. 


Terminating Modem Connections 

To return to terminal mode, both players must finish all 6 races. After the 6th race, you 
automatically go to the Main Menu. Select 2 Player Modem in the Main Menu and go 
into terminal mode where you can send your modem the +++ command and then the 
hang-up command (ATH). WARNING: Speed Racer will NOT hang up your line, you 
must terminate the modem connection before quitting the game, or use your modem 
communications software to hang up. 


Modem Game Save and Restore 

With modem play, the most current game is automatically saved after each race (at the 
Episode Selection screen). 

To restore a previously saved game (only 1 saved in the directory at a time), both 
players must press F8 at the Episode Selection screen. To restore a game, both 
players must enter their names exactly as they did the first time they raced. 
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FUN TIPS, CLUES AND HINTS 


e Your purchasing power (points) will go up or down, depending on your 
performance. 

e Strategy is important when selecting your track racing order. Build up points 
on the easier races (i.e. Race to Glory) so you can load up your car with special 
features then try the tougher races (i.e. Valley of Destruction). 

e Gain more points (purchasing power) by getting a top score on Pops' Test Track 
or race a previous course. 

e If your Mach 5 is not equipped with a frogger, try the Auto Jacks; in some 
instances they can save your life by skimming you off the water. 

e Shooting Star's Auto Jets can sometimes give enough thrust to propel you 
off water. 

e A lead foot does not always win the race. The best‘driver will learn to adjust his 
car's speed to the track conditions, especially on windy courses like Danger Pass. 
It's better to slow down and stay in control, rather than crash on every corner at 
200 MPH. 


e You will not lose any of your special features on Pops' Test Track. 
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